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INTRODUCTION
In the previous Process Book: Fall 2016 Edition, 
it explored the research and branding of Cryptic 
Vault as a company. The purpose of this version 
is to focus on the development of their first 
game, Among. To illustrate this process, this 
book is divided into four sections:

Concept & Testing

Designing

Construction

Execution

CONCEPT & TESTING
The goal of designing the mechanics was to 
create a modular game, or a game that is flexible 
and customizable. Originally, I planned to go 
for a fantasy theme but switched to a zombie 
apocalypse due to possible complications. At 
first, characters were going to be class based 
and set with predetermined strengths and 
weaknesses. After a conversation I had with a 
friend about how often that idea had been done 
and the potential balancing issues from it, the 
concept of the trait card mechanic was born.
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The first phase of playtesting was to balance 
movement, weapons, health, and the creatures. 
The second phase, which occurred with multiple 
groups, closely resembled what would be the 
final product. Along with further tweaks to the 
previous phase, there were also changes to the 
number of items in the main item deck dropping 
it from 80 cards to 60 along with replacing six 
sided dice with eight sided dice. Characters and 
creatures were Lego minifigures while the test 
cards were Magic cards in color coded sleeves 
with trimmed index cards over them.
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The cards featured in the game are Traits cards 
and Item cards. Trait cards dictate what the 
character is good or bad at and went through 
the least amount of change out of the two. The 
design is based on certain medical forms with 
the back being the folder they are held in with 
the box being a file cabinet. Item cards, on the 
other hand, went through three back designs. 
The back and trunk box design for it was 
inspired by the idea of the item box from the 
Resident Evil series.

HIT
4+

DMG
12

RANGE
1sq

NOISE
0

Katana

Melee - Sharp

N/A

ITEM

All your life, you had an 
absurd amount of luck. You 
have won lotteries and had 
trouble sort itself out 
with little to no effort 
or acknowledgement.

Critical 
Success rules 
apply with a 
natural roll 
of 7 or 8.

Lucky Ted

DESIGNING
Just like a company, a game needs a good logo. 
After looking into logos and logotype of zombie 
themed products including The Walking Dead 
and Dead Rising, I held to the idea of using a 
san serif typeface. I avoided adding the overused 
weathered texture in most cases and decided 
to incorporate a bite mark vector based on an 
apple I bit into with the design since it had not 
been utilized in the examples I’ve seen. The 
symbolism behind the text being close portrays 
the potential of someone close can be infected.

AMONG
AM AM

Gill Sans Regular
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When producing characters, references helped 
speed up the creation. The process involved 
photographing subjects in a studio, creating 
shapes over the pictures using the pen tool and 
shape builder tool, and then coloring each one. 
Some of the characters were tweaked including 
color swaps and facial hair removal.
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Inspired by Plaid Hat Games’ Dead of 
Winter, I created reference sheets for both 
survivor players and the Horde Mind in 
order to save time on looking through the 
rulebook. The sheets were designed similar 
to the organized form set up of the Trait 
cards. The Survivor Reference Sheet will 
have a section that is a white board players 
can right on.

Character tokens were made by setting a 
character into a circle with a mask and had 
a colored background. The layout for the 
object tokens consist of one large rectangle 
composed of dozens of 1-inch squares with 
the same wooden texture as the back of 
the Item cards. One brown and one orange 
rectangle were made on separate 11x17 art 
boards in Illustrator.

*White Board Space Above*

SURVIVOR REFERENCE SHEET
BASE CHARACTER STATS CURRENT HEALTH

COST ACTIONS

FREE ACTIONS

Max Health: 24HP
Movement: 5sq
Actions: 2 Points
Inventory: 6 Slots

Movement
Search
Attack (Ends turn)
Use Items
Reload
Abilities

Equip Items
Pass Items
Trade
Attract (Once per turn)

STATS
Max Health: 10HP
Movement: 3sq
Actions: 2 Points

HIT DAMAGE

5+ 4
BONUS INFO

None

ZOMBIE

WARNING! BIOHAZARD!

The board tiles did not require a lot of time 
to design. By using an image trace of a photo 
taken of a campus dorm floor, I altered 
the color slightly, set it to a 2-inch square, 
cloned it three times to create a 4-inch 
square, and created lines to create 1-inch 
tiles. After that, I applied a variety of boxes 
to form different layouts.
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5
930728

121364012

Humans often carry different sets of skills that they utilize in life. However, what 
happens when they face a situation that defies reality? An unknown pathogen has 
brought the dead back to life with malicious intent. With the infection spreading, your 
best bet is to work with others to survive the ordeal. Not only will scavenging and 
cooperation is needed, but also you will need to come to terms with your own flaws 
and use your strengths as your advantage. Will you end up staying alive or will you lay 

 the dead?

HIT
5+

DMG
8

RANGE
6sq

NOISE
4+

Handgun

Firearm - Handgun

Capacity: 8 Bullets

HIT
5+

DMG
6

RANGE
1sq

NOISE
0

Baseball Bat

Melee - Blunt

N/A
Knife in one hand and a 
pistol in the other, you 
can eliminate your 
targets with precision.

+1 to HIT with 
sharp weapons 
and handguns.

Close Quarter Specialist

“Oh look at this lovely...”

*Drops and shatter an 
item.*

“Oh no...”

-1 to HIT with 
melee weapons 
and -1 on 
throw range. 
Critical 
Failure 
applies to 
melee and 
searching.

Butterfinger

Consume - Heal

HIT
N/A

DMG
N/A

RANGE
N/A

NOISE
N/A

First Aid Kit

Heal yourself or nearby 
ally by 7HP.

2 Turns

Roll up to 3 dice with a 
-1 penalty on each roll 
for the firearm barrage. 
Each success does damage. 
Consume one ammo per die.

Rapid Fire

www.crypticvaultgames.com

CAN YOU SURVIVE WITH THE HAND THAT LIFE DEALT YOU?

AGES 12+ 2-5 PLAYERS 45-90 MINS

The back showcased an example set up in the 
game, some potential cards, and information 
about age, the amount of players needed, and 
how long it will take to play. As an added bonus, 
I applied color-coded sides to both the top and 
bottom box to help align the box properly when 
closing it.

When designing the box, I conveyed both the 
idea of drawing in people and an idea of what 
players should expect. To attract a potential 
customer, I created an asymmetric layout by 
setting a small version of the logotype on the 
left with the large Infected within a blood 
splatter on the right. Dripping ink on to a paper 
from 5ft above it and then scanning it made the 
splatter effect. 
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The posters and box covers were 
both printed on 24x36 inch paper 
using a large format inkjet printer. 
The box covers were trimmed 
and applied to an old board game 
box after it was coated with an 
adhesive spray. The posters were 
attached to foam core of the same 
size and then mounted to the wall 
in the gallery.

CONSTRUCTION
Manufacturing physical objects for the game 
required different methods. Tokens were cut 
into smaller sections using a slide cutter. 
Character tokens were circle punched out into 
1-inch pieces while objects were trimmed 
into shapes with scissors. The references and 
board tiles were printed on tabloid size sticker 
paper and were also cut by a slider cutter. After 
that, two different tiles were applied to the 
top and bottom sides of a 4-inch chipboard 
pieces that had paper mounted on both sides 
with an adhesive spray. The creature reference 
sheets are applied the same way while the front 
sides of the survivor references need to have 
a section cut out in order and then applied to 
a whiteboard sticker paper. The cards were 
printed on a heavy 12x18 sheet paper and then 
chopped using the printing guillotine.



CONCEPT & 
TESTING

CONCEPT & 
TESTING

DESIGNING DESIGNINGCONSTRUCTION CONSTRUCTIONEXECUTION EXECUTIONCONCLUSION CONCLUSIONINTRO INTRO

EXECUTION
This section contains a photo montage of 
the Cryptic Vault senior seminar booth. The 
showcase displays the game box, pieces, tiles, 
posters, and other assorted items along with a 
hands on demonstration.
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CONCLUSION
In the span of 16 weeks, what started as a mere 
concept became a functional prototype that is to 
be demonstrated in the exhibition. The work to 
create this product was a massive undertaking 
but the effort will reap benefits. To conclude the 
Cryptic Vault Process Book: Spring 2017 Edition, 
I will end it off with an unused poster showing 
off zombified versions of the survivors.
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and for those who simply lend a hand.




